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Warning: 4 

Read Before Using Your PlayStation®2 Computer Entertainment System. 

A very small percentage of individuals may experience epileptic seizures 
when exposed to certain light patterns or flashing lights. Exposure to certain 
patterns or backgrounds on a television screen or while playing video games, 
including games played on the PlayStation 2 console, may induce an epileptic 
seizure in these individuals. Certain conditions may induce previously 
undetected epileptic symptoms even in persons who have no history of prior 
seizures or epilepsy. If you, or anyone in your family, has an epileptic 
condition, consult your physician prior to playing. If you experience any of the 
following symptoms while playing a video game - dizziness, altered vision, 
eye or muscle twitches, loss of awareness, disorientation, any involuntary 
movement, or convulsions — IMMEDIATELY discontinue use and consult your 
physician before resuming play. 


Warning to Owners of Projection Televisions: 

Do not connect your PlayStation 2 console to a projection TV without first 
consulting the user manual for your projection TV, unless it is of the LCD type. 
Otherwise, it may permanently damage your TV screen. 


Use of Unauthorized Product: 

The use of software or peripherals not authorized by Sony Computer 
Entertainment America may damage your console and/or invalidate your 
warranty. Only official or licensed peripherals should be used in the controller 
ports or memory card slots. 


Handling Your PlayStation 2 Format Disc: 

* This disc is intended for use only with PlayStation 2 consoles with the NTSC 
U/C designation. 

Do not bend it, crush it or submerge it in liquids. 

Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during extended play. 

Keep this disc clean. Always hold the disc by the edges and keep it in its 
protective case when not in use. Clean the disc with a lint-free, soft, dry 
cloth, wiping in straight lines from center to outer edge. Never use solvents 
or abrasive cleaners. 
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A Special Message ae ‘CAPCOM , 4 


for selecting MEGA MAN X COMMAND MISSION™ for your PlayStation®2 computer 
ent system. We at CAPCOM ENTERTAINMENT are proud to bring you this new addition 
© game library. 


ITAINMENT, INC., 475 Oakmead Parkway, Sunnyvale, CA 94085. © CAPCOM CO.., LTD. 
U.S.A., INC. 2004 ALL RIGHTS RESERVED. MEGA MAN, CAPCOM and the CAPCOM 
d trademarks of CAPCOM CO., LTD. MEGA MAN X COMMAND MISSION is a trademark 
uD. 


GA MAN AT www.capcom.com/ megaman 
¢R ONLINE AT WWW.Capcom.com 


disc tray 
SS = = = = = RESET button 
som) 


OPEN button 


USB connector 


Note: illustration may not match all PlayStation 2 
console types. For owners of SCPH-70000 series 
PlayStation 2 systems, refer to the setup instructions 
supplied with your system. 


controller port 1 
controller port 2 — 


Set up your PlayStation®2 computer entertainment system according 
to the instructions in its Instruction Manual. Make sure the MAIN POWER 
switch (located on the back of the console) is turned ON. 


Press the RESET button. When the power indicator lights up, press the OPEN button 
and the disc tray will open. Place the MEGA MAN X COMMAND MISSION™ disc 

on the disc tray with the label side facing up. Press the OPEN button again 

and the disc tray will close. 


Attach game controllers and other peripherals, as appropriate. Follow on-screen 
instructions and refer to this manual for information on using the software. 


_ MEMORY CARD (8MB\for PlayStation®Z) 


To save game settings and progress, insert a memory card (8MB) (for 
PlayStation®2) into MEMORY CARD slot 1 of your console. You can load saved 
game data from the same memory card or from any memory card containing 
Previously saved games. 


DUALSHOCK®Z ANALOG CONTROLLER CONFIGURATIC 


Before starting play, connect 
the DUALSHOCK®2 analog 
controller to controller port 1. 


© You can turn the controller’s 
vibration function on/off 
in Option Mode. 


BASIC CONTROLS 


left analog stick/directional buttons 
left analog stick 
GSB or button 
Wes or button 
® button 

© button 

@ button 

© button 

right analog stick 
2™. button 

©. button 


left analog stick/directional buttons 
button 
[EB button 
button 
GER button 

® button 

© button 

@ button 

© button 

right analog stick 
2™. button 

&, button 


L2 button R2 button 
L1 button R1 button 


directional 
buttons 


left analog stick 
(L3 button when pushed down)) 


SELECT button 
ANALOG mode button 
START button 


right analog stick 
RS button when pushed down) 


IN THE FIELD 


Cycle through menu options 
Move character 

Zoom Mini-Map in/out 
Reset camera (behind character) 
Dash/Cancel 

Open/Close Sub Screen 
(Not used in the field) 
Investigate/Speak/Select 
Move camera 

Open Block Map 

Pause Menu 


IN BATTLE 


Move cursor 

Defense 

(Not used in baftie) 

Rotate party members (switch active character) 
Action Trigger 

Open X Menu/Cancel 

Sub Weapon Attack 

Sub Weapon Attack 

Main Weapon Attack/Select 
Use Cinnamon’s Action Trigger 
(Not used in battle) 

Pause Menu 


FLS! 


[n 22xx A.D., an unheard-of mineral substance known as Force Metal was extracted 
from the debris of the small planet 2202XA8. Almost immediately, Force Metal 
technology revolutionized the field of Reploid Engineering. 


On the artificial island of Gigantis, a massive facility was constructed for the 
Purpose of mining Force Metal. Everything seemed to be in working order...until... 


.. a band of renegade Reploids equipped themselves with weapons and instigated a 
revolt in one sector of the island. The government branded Epsilon, the mastermind 
of the revolt, as a Maverick and dispatched a Maverick Hunter Team to Gigantis. 


X and his team are once again on the hunt... 


der of Troop Unit 17, X is a 
Maverick Hunter who has solved 
is cases. He’s been dispatched by 
government to bring the insurrection 

" 0n Gigantis under control. 


2% With a one-hit knockout 
from his X Buster, X mops 
the floor with his enemies. 


He’s a go-getter, S-Class Hunter. 
He’s a commander of Special 
Forces Unit 0 and with his cool 
personality takes a relaxed 
approach to emergencies. 
Together with X and Shadow, 
Zero makes his way to Gigantis. 


8 With a Z Saber of 
incomparable strength, 
Zero breaks enemies in two. 


He’s an S-Class Hunter along with X 

and Zero. He balances his youthful 
personality with controlled aggression. 
He’s traveled to Gigantis alone to search 
for the secrets surrounding his birth. 


XX With the power of transformation 
and a powerful gun, he tosses his 
enemies about. 


MARINO CINNAMON MASSIMO SPIDER 


RIDEPS SHADOW 


He’s often selfish and always 
on the lookout for opportunities — 
to put himself first. In spite of 
that, Spider is a valuable friend. 


He’s a colossal man protected by 
powerful armor. Beneath his tough 
exterior hides a cowardly heart. 


She’s a warm-hearted nurse Reploid 
who regards Professor Gaudile as her 
father. Lovingly cared for in the 
laboratory for her entire life, 
Cinnamon is out of touch with the 
world. She always goes her own way, 
but her inner core is solid.... 


Although a thief, she has a policy of v 
being more than a mere crook. In i 

fact, she is gallant and courageous 
and despises crookedness. Marino is 
always upbeat and never worries. 


Shadow is dispatched to Giga City 
along with X and Zero as a hot-shot 
Maverick Hunter. 


Rideps is the Commander-in-Chief 
supervising the suppression 

of the rebel army. X and his friends 
know they can depend on him. 


t 


A demo introduces you to the game. 

' Close the Demo Screen by pressing 
_ the € or & button to transfer 

to the Main Menu. Use the left analog 
Stick or directional buttons to cycle 
through the options. Press the € button 
fo make selections. 


© NEW GAME — Sfart the game 
from the beginning. 

© LOAD — Resume a saved game 
at the last point saved (see SAVING 
below). 

e OPTIONS — Adiust game settings. Press 
the left analog stick or directional buttons 
4/4 to cycle through the options, 
and «=/=> to change the settings. 
-MESSAGES: Set the speed 

of conversations. 


-VIBRATION: Turn the controller’s vibration 
function ON/OFE 


-SOUND: Select STEREO, MONO or DOLBY® 
PRO LOGIC® Il. (This game is presented 
in Dolby® Pro Logic® fl. Connect your 
PlayStation 2 console to a sound system 
with Dolby Pro Logic, Dolby Pro Logic II, 
or Dolby Pro Logic Ix decoding to experience 
the excitement of surround sound.) 


-VOLUME: Adiust the volume of the game’s 
sound effects and background music. 


-SUBTITLES: Set the display of story 


__tos xrees J 
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T Puase select MEMORY CARD slot. 


tities 


subtitles ON/OFE cat i button” Defense 


Adjust scree 


-SET BUTTON: Assign the button Bact 
to a command in the X Menu for use in battle. 


-ADJUST SCREEN: Center the game screen 
on your TV screen. 


| SAVING 


4 You can save your game progress at a saving device in-game, or after completing 
" ascenario/mission/stage, You must have a memory card in MEMORY CARD slot 1 

or 2 with at least 100KB of free space in order to save data. Do not remove 

_ the memory card or turn off the power fo the system while data is being saved 

> or loaded. 


‘ens 


HUNTER BASE 
You transfer into each adventure stage from Hunter Base. Clear the stages 
sprinkled throughout Giga City to proceed through the story. 


STAGES 
Throughout the stages all kinds of mechanisms and enemies appear to obstruct — 
your progress. Find a way to make it through while clearing these obstacles. 


BATTLE 
As you explore each stage, battles will occur with a variety of different enemies 
Sometimes X will enter the fray on his own; at other times you will match up 
your friend’s power to destroy the enemy. 


CUSTOMIZE 
(f you prevail in battle, you acquire experience points and items you can use 
to customize your character. 


DEPLOYMENT 

At Hunter Base, gather the enemies you have turned into friends and deploy 
them all over Gigantis as a Scouting Force. When you go out on Reconnaissan: 
and Search missions, you can obtain rare items and information not available 
in the main story. 


SKY ROOM 
Store special items acquired in Hunter Base, in dungeons, and in battle 
in the Sky Room. You can decorate the room with posters and figures. 


Your Character 


you may need fo obtain items on the map display. 
© Press the .§#, button to view the Block Map. 
© Press the © button to open the Sub Screen. 


_ SUB SCREEN 


a Jse Sub Tank to recover LE 
Command Menu SOE 

Equip weapon 

jForce Metal 

Status 

Formation 


) Sub Tank Meter 
k Zenny 


This is where you explore the stage and collect items and information. 
- Your character is always in the center of the Field Screen. 
. Check the map to confirm your location in the stage. Depending on the location, 


Bz :Toggle display 


SUB SCREEN ELEMENTS 
COMMAND MENU — Here you can select the following commands: 


-SUB TANK: Each Sub Tank holds 100% 
of your character’s Life Energy (LE). 
The Sub Tank's contents are consumed 
when you regenerate LE, and restored 
when you return to Hunter Base. You 
can get more Sub Tanks from your 
Carry Items. Collect four to obtain one 
Sub Tank Part. 


ITEMS: This command uses your items. 
Press the or GEE button to cycle 
through CONSUME ITEM, MAIN 
WEAPON, SUB WEAPON, FORCE METAL 
and KEY ITEMS. 


EQuIP WEAPON: This equips the 
Main Weapon and Sub Weapon. Select 
an equipped weapon and then select 
from the other available weapons 

on the list. Confirm the switch by 
checking the Ability Points Window. 


-FORCE METAL: This equips Force 
Metal, a metal alloy with mysterious 
Powers. When equipped, it significantly 


SUB TANK METER — remaining LE (Life Energy) in the Sub Tank. 


ZENNY — Your cash on hand. 


UNIT CARDS — Check the status of X and friends. 
DATA — Displays a brief explanation of the selected item. 
FME — (not shown) Force Metal Energy. (t displays points used to refine 


Force Metals. 


increases a character's abilities. 
However, the stronger the Force — 
Metal, the greater the burden 
on the user, so equip Force Metal: 
with care. 


-FMG: Use FMG (Force Metal 
Generator) to refine Force Metal. 
You can only do this after befriend 
Cinnamon. Sometimes unknown Fo 
Metals will be refined...! y 

-STATUS: Check here to confirm eat 
character's status, level, ability, cu 
Status, equipment, attributes, etc. 
(See page 10 for more details.) 

-FORMATION: Use this to cha 
the turn lineup of your party, Ms 
substituting an alternate 
for the in-battle character. f 

-OPTIONS: Change game options. 
(See page 6 for information.) 


-HECP: Stuck? Try this. 


: 


) status 


_ You can check the following abilities 
and levels for each character 

__ in the Sub Screen’s Status Window: 
_ © £V — The level of the character’s 
____ Strength. The higher the level, mene ON AE 
the higher the character’s ability. be. 3] 
CE — The Life Energy that moves 
the character. [f LE drops to zero, 
the character is unable to move. 

A character’s LE is stored in Sub Tanks. When the character moves up one 
level, the LE is regenerated. 


WE — This is Weapon Energy, required for using a skill or technique (up to 
100%). {t is regenerated every time the character’s turn comes around in battle. 
(n a battle, the WE Regenerative Amount is determined by the WE Gain. 


ABILITY — The character’s ability level changes depending on the weapon, 
Force Metal, or LU. The higher the level, the more useful each one will be. 
-POWER: Increases damage inflicted on the enemy. 

- ARMOR: Lowers damage from hand-to-hand attacks. 

-SHIELD: Lowers damage from shooting attacks. 

-SPEED: Speeds up the action turns in mid-battle. 

| « ATTRIBUTES — The higher the level of the attribute, the higher the level 
of resistance against attacks that have that attribute. 

-FIRE: Level of resistance against fire attacks. 

-WATER: Level of resistance against water and water attacks. 
-THUNDER: Level of resistance against electric attacks. 

© EXP — Shows a character’s required/acquired Experience Points. 


The character must gain the required number in order to move up one level. 
You collect EXP by defeating your enemies. 


In the Status Window, press the button to switch between Hyper Mode 
ber displays. 
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Mews TS) R2 : Action Trigger Com 
Micro Missile Melt Missile — 
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Target Cursor Action 


Cursor 


Data Cockpit X Orders 


When you encounter an enemy, you automatically switch to the Battle Screen. 
¢ TARGET CURSOR — Shows the attack target. 
¢ FS METER — (Not shown.) Shows conditions for initiating a Final Strike. 


© DATA COCKPIT — Shows the in-battle character’s status. LE is Life Energy, 
the character’s physical power. When this drops to zero, the character can no 
longer fight. WE is Weapon Energy, which fluctuates between 0%-100%. 


¢ COMMAND NAVI — Shows attack button controls. (See page 12.) 
¢ ACTION CURSOR — Appears above the currently active character. 


¢ X ORDERS — Show the X Order and Battle Status for each character 
in real time. (See page 13.) 


Press the ® button during battle to open the X Menu. (See page 12.) 


FINAL STRIKE 


¢ WHAT ITIS — Final Strike (FS) is an incredible attack that three character 
together can perform with powerful special weapons. 


—When you press the €% button, three characters can simultaneously execute 
a continuous attack with the main weapon! 

—By pressing the © and @ buttons simultaneously, you can use the powerful Micr 
Missile to make an overall attack. 


¢ HOW TOGETIT — [f in one turn you manage to decrease your enemy’s 

} physical power by 75%, you'll receive a Final Strike as a bonus turn! For e: 

when your enemy’s remaining LE is at 80%, if you can reduce the meter to 20% 

(the meter turns orange) in one turn, you'll summon the power of FS! 4 

-You must have three battle members together to start up FS. 

-You cannot use FS if your command input is affected by a Berserk 

or Freeze condition. 
-FS can only be used one time per character in a single battle. 


e FSMETER — On the Battle Screen, this shows the enemy’s remaining LE 
as a full meter (100%). If in one attack you manage to decrease the meter 
to the orange level, you'll be able to set FS in motion. Completely destroy all 
enemies at once! 


© FSTIME CIMIT DISPLAY — When you get a Final Strike opportunity, you 
have 3 seconds fo signal your acceptance by pressing the FS Startup button. 
The FS Time Limit Display then appears and you can initiate your FS. Once 
the meter is depleted, the FS is over. (See below for more information.) 


COMMAND NAVI a 


On the Battle Screen, (Micro Missile _ 
the Command Navi shows WE 10 “ 
the button controls and actions 
you can perform. 


© SUB WEAPON ATTACKS — Using a Sub Weapon (default @ and © buttons) 
consumes WE and ends your turn. The Command Navi shows the Sub Weapon 
technique name and WE consumption. 


¢ ACTION TRIGGER — This special weapon (default button) is different 
for each character (see page 14). Using the Action Trigger consumes WE and ends 
your turn. You cannot use the Action Trigger when your WE is at less than 50%. 


e X MENU — Use the ® button Gefault) to open 
the X Menu and using its commands: 
-SUB TANK: Use a Sub Tank to regenerate your LE. 
Once you use it, your character's turn is finished. 


-ITEMS: Use certain items. 


-DEFENSE: Cut an enemy’s attack by 75% for that 
turn. This command also fully protects a character 
against abnormal circumstances. 


-HYPER MODE: Lets you do battle with all the 
character’s abilities powered up. Hyper Mode is 
limited: after a certain period of time it will wear 
off. You can turn Hyper Mode off manually 
with the Cool Down command. Regenerate 
a character’s Hyper Mode usage time by resting 
at Hunter Base or increasing a level. 

-RUN: Retreat before you're defeated! 

e MAIN WEAPON ATTACK/FS STARTUP — 
Use the €% button (default) to attack with your Main Weapon and end your turn. 

To start up a Final Strike, press the & button during the 3 seconds allowed 

for acceptance input. A Final Strike meter will appear and you can initiate your FS. 


Attack 


Face Icons 


LE Levels 


Cursor Frame 


xX ORDERS 


Check this section of the Battle Screen to see the X Order and Battle Status 
of each character in real time. This allows you to control each character’s action 
turn. Read the orders horizontally for a forecast of actions that will occur 
during the next eight turns. Read the meters vertically to see current LE levels. 


¢ FACEICONS — Show the characters who will respond to the orders. 
e CE CEVECS — Display each character’s remaining LE. 


e¢ CURSOR FRAME — Marks the character currently selected. 
Each character is allowed one action per turn. 


SPOILS OF BATTLE 
Defeating enemies is the way to acquire Zenny, FME, EXP and items. 
Even if you defeat only one enemy, you can still gain some of these essentials. 


ROTATION 


You can change warriors in mid-battle. (f you want to replace a character, 
press the button at the beginning of that character’s turn. You'll then 
be able to rotate in an alternate character to take the turn. 


ESCAPE! 


You can retreat from battle with the RUN command. Until you run away, 
even if you defeat just one enemy you can acauire battle spoils. However, 
the Zenny, FME, and EXP will be only 1/4 of what they would be 

if you had defeated the enemy. 


_ Action Triggers are special weapons, unique to each character. Using an Action 
Trigger consumes WE, so the more weapon energy you have when you strike 
with this weapon, the more powerful your attack will be. Press the button 
while a character is moving to set the Action Trigger in motion. You must have 

at least 50% of your total WE remaining to use the Action Trigger. 


X'S CHARGE SHOT 
WE Ratio = Charge Amount 
© & button hold to charge; release to fire 


© An all-around attack is one in which a large charge 
amount is increased with each WE point. 


ZERO’S COMMAND ARTS 
WE Ratio = Input Acceptance Time 
¢ Left analog stick or directional buttons+€@ button 


¢ {(nput the command several times within a fixed time 
frame to unleash this single attack. 


AXCL’S DNA CHANGE 

WE Ratio = Input Acceptance Time 

*¢ @+@+© buttons 

© Press the buttons to input DNA patterns of defeated 
bosses within the time limit. [f you correctly input 


the pattern, it will transform into a boss and attack 
the enemy. 


SPIDER’S FORTUNE CARD 

WE Ratio = First Card 

© © button to select card; button to trade card 
or attack 


¢ Spider plays Draw Poker, and his attack changes 
depending on his final hand. The more WE points he 
has, the better the cards will be. 


MASSIMO’S BERSERK CHARGE 

WE Ratio = (nput Acceptance Time 

* @+@+@+©@ buttons 

© To unleash this single attack, press the buttons 
repeatedly at the time of attack for an added effect. 


MARINO’S EMOTIONAL REEL 
WE Ratio = Reel Speed 
© & button to stop the reel 


e Spin the reel to initiate a technique with special 
effects depending on the outcome. 


CINNAMON’S ANGELIC AIDE 
WE Ratio = Input Acceptance Time 
© Right analog stick 

¢ Regenerate Cinnamon’s LE by “stirring” the right analog » 


stick round and round. The ratio of regeneration 
increases as you rotate the control. 


y ae <4 What other Action Triggers can you find? 


FORCE METAL 


This is a metal alloy with special powers that fell from outer space. The Reploids 
and Mechanoids who used Force Metal were superior to other Reploids up until 
now in agility and decision-making ability. However, the energy these Force Metals 
exude has some side effects, which are magnified in mechanical brains. This is 
one possible explanation of irresularization. 


X and his friends can also use Force Metals. The brain erosion caused by the 
energy emitted by Force Metals has the same effect on X and his friends. 


EQUIPPING FORCE METALS 


Force Metals have Erosion Points ranging from 0-99. The stronger the Force 
Metal the greater the Erosion Points. Characters have Resistance Points to Force 
Metals. When Resistance Points and Erosion Points are exceeded, it’s possible 
that penalties will occur. Resistance Points increase when you move up a level, / 
and it may then be possible to equip Force Metals without penalties. 


Just before a battle, the penalties show up in certain probabilities. During that 
battle only, maximum LE points and WE increase amounts fluctuate. Risking 

a penalty and equipping yourself with a strong Force Metal is one stratesy 

to winning this game. 


Each character can load up a different number of Force Metals: 
X=4 Axl=4 Massimo=2 Cinnamon=3 
Zero=3 Spider =4 Marino=3 


___ The FMG System allows you to use Cinnamon’s Force Metal Generator to refine 
 oPtional Force Metals. To do that, you must put four things in order: Cinnamon’s Level, 
 thgredients, Force Metal Energy (FME) and Recipes. 


"© CINNAMON’S CEVECL — With each Force Metal, the required levels are set up. 


_ © EME — You obtain Force Metal Energy by defeating your enemies. If you defeat 
an enemy during FS an FS Bonus is added, and you earn a bonus amount of FME. 


_ © INGREDIENTS — Any combination of Force Metal, Consume [tems 
and Sub Weapons depending on the expected result. 


© RECIPES — Fulfilling certain conditions gives you these. A recipe’s required 
ingredients for refining are displayed as Recipe Data. Depending on the Force Metal, 
there are several different conditions for Recipe acquisition. Until a Recipe is 
revealed, its acquisition conditions are displayed in the Recipe Area. 


4 Purify various Force Metals to obtain ones that suit you! However, some FMG cannot 
be refined. 


CAME OVED 


Uhen all characters are defeated in battle, Cn ty tle al ton the esata 
u'll end up on the Game Over Screen 

hei choose: f 
here you can choose RETRY 
RETRY — Challenge your enemies again. LOAD 
LOAD — Move on to the Load Screen 
“where you can resume a saved game. 


“GAME OVER — Return fo the Main 
enu where you can start a new game. 


GAME OVER 


{f you move up a level, all abnormal conditions will be reversed. After a battle, 
all abnormal conditions will be reversed except Virus and Blind. 


VIRUS 


-PHENOMENON: At the end of a character’s turn this causes a maximum 
of 5% damage to LE. [t does not come around fo alternate members, so they 
do not sustain damage. 


-MAIN REGENERATIVE METHOD: Use the Vaccine Program or faint. 


BOND 


-PHENOMENON: Enemy hit probability is reduced to -25%, and hit probability 
from enemy attacks is increased by 50%. 


-MAIN REGENERATIVE METHOD: Use Clear Vision or faint. 


FREEZE 


-PHENOMENON: Become unable to move for’a certain period of time. 
When the character’s turn comes around, that character will be passed over. 
{f the character gets hit by the enemy while frozen, the character will sustain 
a great deal of damage. 

-MAIN REGENERATIVE METHOD: Use the Warm Up, or end the battle. 
Get hit with an attack that causes damage fo LE (Life Energy). Eight turns 
will pass. 


BIND 

-PHENOMENON: Your Speed Status will be halved. 

-MAIN REGENERATIVE METHOD: Use Anti-Lock or end the battle. 
Eight turns will pass until the condition dissipates. 

BERSERK 


-PHENOMENON: The character becomes non-operational. Friend or enemy, / 
the character will attack at random. BS 
-MAIN REGENERATIVE METHOD: Use Cool Down or end the battle. 
Get hit and sustain damage to LE. Eisht turns will pass until 
the condition dissipates. 


DOA 
-PHENOMENON: If blindsided with a Sudden Death Attack, the character is 
knocked down in one blow. 
-MAIN REGENERATIVE METHOD: Use Reboot to end the battle. 
When the battle is over, LE will be at 1 and you will be unable to acquire EXR 


_ COLONEL RIDEPS'S SPECIAL TRAINING COURSE 


© THINK AT LEAST 8 MOVES AHEAD! 

Depending on how your sub-weapon is used, the friend who's turn is next can 
support you. Always check the X Order, and keep your eyes open for the next 
round of action! 


© AMAVERICK HUNTER [S NEVER DEFEATED! 

Overcome your limits and power up Hyper Mode. You don’t have a lot of time 
to use this, but if you think it’s necessary, don’t hesitate! You will certainly 
not regret it. 


E: NANA’S BATTCE STRATEGY NAVIGATION 


_ © LEIS VERY IMPORTANT! 

As a Maverick Hunter, you never know when you're going to be attacked. 
So you've got to be diligent about regenerating your LE. (n particular, 

when you don’t have many friends in your party, it’s a good idea to regularly 
check your LE. 


(T’S ONLY GOOD IF YOU GIVE IT YOUR ALL! 
After a battle, the WE necessary for an attack is restored. So it’s OK to use all 
your WE in one battle. Hang in there and do your best! 


PROFESSOR GAUDILE’S BATTLE TACTICS REPORT 


_ © SOMETIMES YOU'VE GOT TO BE BRAVE ENOUGH TO RUN! 
: According to research, if things get too dangerous it’s OK to bow out gracefully 
or substitute in one of your good friends. Avoiding useless battles is another way. 


_© MASTER THE ACTION TRIGGER OPERATION! 
A special operation is required for the built-in special weapon, the Action Trigger. 
{n order to maximize its effects, get used to operating it on a routine basis. 


Obtain certain items during MEGA MAN X COMMAND MISSION™ to unlock — 
the MEGA MAN® X8 trial version demo. 


¢ The MEGA MAN X8 demo is a 1 Player game. To play, connect the DUALSHOCK®2 
analog controller to controller port 1. 


* This trial version is for use only with the DUALSHOCK®2 analog controller. 
There is no vibration function in this demo. 


¢ The controls below are exclusive to the trial version and are not used 
with the product version. 


MEGA MAN X%% DEMOCONTROLS 
left analog stick/directional buttons Move character/Aim (Axl) 


or button Character change/Rescue change 
GER or EB button Double Team Attack 

® button (Nof used) 

© button Dash/Select item 

@ button Attack 

© button Jump 

right analog stick (Not used) 

@, button (Nof used) 

®&. button Start game 


MEGA MAN X2 GAME SCREEN 


e ATTACK GAUGE — When the gauze is full you can use the Double Team Attack 
(see below). 

¢ CIFE ENERGY GAUGE — When the Life Energy Gauge reaches 0, your 
character automatically changes to the sub-character. When the sub-character’s 
life energy level reaches 0, the game ends. 


ATTACKS 
© RAPID FIRE — Hold down the @ button for Rapid Fire. Use the directional i 
buttons or left analog stick to aim. You can use Rapid Fire while jumping. f 


© CHARGE SHOT — Press the @ button continuously for a certain period of time 
to shoot off a Charge Shot. 


© STREAM ATTACK (ZERO) — Press the @ button with the correct timing 
to perform a Stream Attack. 


CHANGES 


© PLAYER CHANGE — Press the or button to switch between the main 
character and sub-character. [f the Life Energy Gauge of the sub-character has 
reached 0, you can’t use that character. 

© RESCUE CHANGE — [f the main character is captured, press the or 
button to send a sub-character to the rescue! 

© DOUBLE TEAM ATTACK — When the Attack Gauge is full, press the 
or button to attack alongside the sub-characterfs). 
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MEGAMAN 
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Get ma >on) - 


Preview, manga — 

Ve visit the mane 
section‘at www.viz.com 
y 


www.viz.com 


Graphic novels now available! 
store.viz.com 


©2001 Ryo Takamisaki/Shogakukan, Inc. © CAPCOM CO., LTD. TM and ® are trademarks of CAPCOM Co., LTD. 
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and)|Power Up! 


Don't let his size fool you 
— MegaMan may be small, 

but he’s gonna do what he can 
to save the world from 


high-tech crime! Available Now on'DVD and VHS! 


The hit TV series on Kids’ WB! 0 14.981 
is now available on ) 
. home video, exclusively \ only << 
from VIZ! i JMEGRMAN 
< avy iw 
lv > ——dDVD Includes 


RESON AN FROM JAPAN SY Se 
a Y www.megaman-ntwarrior.com 


Pa www.viz.com C©CAPCOM, Shogakukan,ShoPo,TV Tokyo 2002 2004 Al ighs Reserved. TM and are trademarks of CAPCOM Co, Lt 
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ACTION FIGURES - PLAY SETS - - VEHICLES: - 
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with the Official 
Strategy Guide 
from BradyGames! 


© Complete Walkthrough of All 50 
Missions Plus the Main Quest. 


© Detailed Coverage of the 
Three-Person Battle System. 


® Strategies to Defeat Enemies 
and Ward Off Traps. 


© Tips for Using Special Combos 
to Change Character Abilities 
and Weapon Attributes. 


© Weapon and Item Lists, 
Game Secrets and More! 


To purchase BradyGames' Mega Man X Command Mission™ 
Official Strategy Guide, visit your local electronics, book, or 
software retailer. Also available online at bradygames.com. 


ISBN: 0-7440-0399-7 CAIRCOM| 
UPC: 7-52073-00399-9 x4 
price. s1499.us/szicocan —_L,LTIBRADYGAMES 


TAKE YOUR GAME FURTHER 
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90-DAY LIMITED WARRANTY 

CAPCOM ENTERTAINMENT, INC. (“CAPCOM”) 
warrants to the original consumer that this 
DVD-ROM from CAPCOM shall be free from 
defects in material and workmanship for 

a period of 90 days from date of purchase. 
If a defect covered by this warranty occurs 
during this 90-day warranty period, CAPCOM 
will replace the DVD-ROM free of charge. 


To receive this warranty service: 


1. Notify the CAPCOM Consumer Service 
Department of the problem requiring 
warranty service by calling (408) 774- 
0400. Our Consumer Service Department 
is in operation from 8:30 a.m. to 
5:00 p.m. Pacific Time, Monday 
through Friday. 


2. If the CAPCOM service technician is 
unable to solve the problem by phone, 
he/she will instruct you to return the 
entire DVD-ROM to CAPCOM freight 
prepaid at your own risk of damage or 
delivery. We recommend sending your 
DVD-ROM certified mail. Please indude 
your sales slip or similar proof of 
purchase within the 90-day warranty 
period to: 


CAPCOM 
Consumer Service Department 
475 Oakmead Parkway 
Sunnyvale, CA 94085 


This warranty shall not apply if the DVD- 
ROM has been damaged by negligence, 
accident, unreasonable use, modification, 
tampering or by other causes unrelated 
to defective materials or workmanship. 


REPAIRS AFTER EXPIRATION 
OF WARRANTY 

If the DVD-ROM develops a problem afte 
the 90-day warranty period, you may 
contact the CAPCOM Consumer Service 
Department at the phone number noted 
previously. If the CAPCOM service technician” 
is unable to solve the problem by phone, © — 
he/she may instruct you to return the 
defective DVD-ROM to CAPCOM freight 
prepaid at your own risk of damage or 
delivery, enclosing a check or money order 
for $20.00 (U.S. funds only) payable to 
CAPCOM. We recommend sending your DVD- 
ROM certified mail. CAPCOM will replace the 
DVD-ROM, subject to the conditions above. 
If replacement DVD-ROMs are not available, 
the defective product will be returned to 
you and the $20.00 payment refunded. 


WARRANTY LIMITATIONS 
ANY EXPRESS OR IMPLIED WARRANTIES, 
INCLUDING WARRANTIES OF MERCHANTABILITY. 
AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE HEREBY DISCLAIMED. IN NO EVENT SHALL 
CAPCOM BE LIABLE FOR SPECIAL, INDIRECT 
CONSEQUENTIAL OR INCIDENTAL DAMAGES 
RESULTING FROM THE BREACH OF ANY 
EXPRESS OR IMPUED WARRANTIES. 
The provisions of this warranty are valid 
in the United States and Canada only. 
Some states and provinces do not allow 
limitations on how long an implied warranty, 
lasts or exclusions of consequential j 
or incidental damages, so the above 
limitations and exclusions may not appl 
to you. This warranty gives you specifié 
legal rights, and you may have other! — 
rights, which vary from state to state 
or province to province. " 


€SRB RATING 

This product has been rated 

by the Entertainment Software 
Rating Board. For information about 
the ESRB rating, or to comment 
about the appropriateness of the 
rating, please contact the ESRB 

at www.esrb.com. 


carpcom.com,/meEcaman 


